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Salamander - The Story 


I ,im Van landroth Frehley, head of the Imperial Space 
Archaeology Institute on the planet Nemesis. Our home planet, 
Latis, is in the grip of a terrible danger. 

The planet Latis, where life first began 120 million years ago, is 
located in the middle of the Teisa galaxy. Surrounding Latis am 
four other planets called Eioneus, Lavinia, Kierke and Odysseus 
These are called ihe Latis planets. 

I hese planets are the stars of civilisation, and their history hm, 
taken shape together with the prosperity of the second or 
modern day Latis civilisation. The first civilisation was ancient 
Latis, which flourished around 100 million years ago. The Ancient 
Latis people who built this civilisation were masters of a fornf of 
psycho-power known as the crush blow power 1 , something whit h 
was beyond our imagination. 

They used this power to prosphesy the future. It ts said that they 
could see more than 100 million years into the future, and what 
they prophesied was the destruction of their descendants. In 
other words, us. 

They inscribed all that they prophesied on metal and stone 
tablets, which have become known as The Prediction 1 So far 
only the preface and the first chapter have been found. My 
personal theory is that the others are hidden in underground 
ruins on the other planets. 

In the Prediction Preface they wrote: 

'Since the lime when the red sun sank into oblivion wo hrww 
that it was our fate to go into extinction before very long W§ 
make this prophesy of the world to come t as we sen <r to 
save our descendants. ]Ne write about the catastrophe hi 
come in these six chapters of the prediction 

Analysis: The red sun refers to the time the Ancient : i f Lit 









was extinguished. 


Chapter One read: 

'When the giant devif who lives in a sea of flames awakens , 
an insane force will appear and heaven and earth will be 
swallowed up in darkness. The devil will be reborn with green 
skin and five t yes and will bring about /wo catastrophes! 

Analysis: This is considered to be predicting the invasion of 
Latis by Ihn Salamander forces. At the moment, there is no 
definitive inteiisolation for (ha devil ‘with green skin and five 

eyes! 

The time for the prophesy to come true has now come upon us. 
This mes\,K|i' has reached us on Nemesis: 

The four plan* l% around Latis have been attacked by an 
unknown fighting group called Salamander. They have installed 
a fortified Lu i* nil Odysseus and taken control of Lais, The 
people of I 'Us who still remain alive are retreating back to the 
Zol tr.111 .port rnlay station. SOS ,.SOS.., 1 

Al ni m |uo >t Uirn XVIII, \ mporor of Nemesis, has immediately 
ordere i i ’.p.i- e fighters to the scene,” 


2. How to Play 


1* Basic Play 

1 Salamander can be played by one or two players, using a 
joystick or the keyboard, or both. 

2 There are three different piay modes: 


1 PLAYER - One player 
EXCHANGE - Two prayers alternating in play 
DUAL PLAY - Two players playing al the same 
lime 













3 Start play by selecting the play mode you require and pressing 
the space bar 01 the trigger button. 

4 You have three ships, and gain an extra ship with every 100 r 000 
points scored. 

5 If you collide with an enemy, the landscape or an enemy 
missile etc., you will explode and lose a ship. 

6 You must fight off the enemies, and move from stage to stage 
by defeating the enemy guardian that lingers at the end. 

7 You can change your weapons by accumulating power 
capsules and selecting the new chosen weapon, 

8 You can also obtain new weapons by collecting fifteen of the 
energy capsules that appear when you destroy an enemy pod. 

9 You can stop play temporarily by using the I Fi | key. 

10 To continue play after ail ships have been lost, press the | Fh] 
key while the music is playing, 

11 Ini PLAYER or EXCHANGE mode, you can change into DU AI 
PLAY at any time to allow iwo players to play simultaneously. 
First of alt, press].F1_[to pause the game, and then press F5|, 
The In-Play selection mode' is then displayed, and by pressing 
the space bar when the arrow points to YES, the dual play mode 
is entered, Player 2 is then given three ships to start with.. 


2. Strategic Play 

1 Salamander is structured as shown in the diagram below. 



Operation 3 




































2 In operation 1 (stage 1) you must rescue the remaining 
survivors from the Latis planet. 

3 In operation 2 (stage 2) you must lead the rescued Latis 
people to space station Zot. 

4 Operation 3 is where the strategic play comes in. You have to 
select which stage to attempt within a time limit. The strengths 
of the enemy tor each stage is displayed, but the longer you take 
in choosing, the tougher each stage becomes, as the enemy 
have more lime to position themselves, 

5 Wh< n you have cleared all of the stages In operation 3, you go 
on to the last stage, and operation 4, However, if you have 
Nemesis 2 plugged into the second slot, you get an extra stage: 
the mysterious Operation 3 + . This unexpected puzzle stage is a 
major key towards saving Latis, 

3. Obtaining 'The Prediction' 

1 Tin Predict ion Is hidden at some point in each of the stages. 

It will glvi v hi a big clue on how to defeat the enemy, 

2 To find The Prediction, you must enter the underground mins 
of Anri uni i ills You will have to recognise these entrances as 

you play the game. 

3 When you have found The Prediction, its contents are 
displayed on the screen, 

4 The Prediction has a preface and six chapters. The preface 
and first chapter have already been discovered, 

4. Fighting with an enemy guardian 

To overcome an enemy guardian, you have to remove the 
defensive wall which protects the shield bar A defensive wall 
can be removed by destroying one of its nuclei, but it is difficult 
to find the correct one as its identity changes each time the 
game is played. 







3. Controlling play 


1. Basic Controls 
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2. Combined Play (Only in dual play mode) 

When two players are playing simultaneously, combined play 
becomes possible under certain conditions (See the Fbwer-Up 
section for details). In combined play, the controls work as follows 


Player 

Role 

Controls 

The player taking the 

Pilot 

^Direction 

combining device 


Movement 

The Other Player 

Co-Pilot 

Firing and 

th m. _- 


Powering Up | 
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4. The Crush Blow Operations 


1. The Situation On Latis 

The Latis planets have been overrun and the ozone layer 
protecting the planets from cosmic rays has been destroyed by 
Zeios force generated by the Salamander army, making it 
impossible to live or the planets. A crush blow system has been 
set up to clear Latis of the Zeios force. 


2. The Crush Blow Operations 

To succeed, each of the 4 operations making up the Crush Blow 
Operations must be cleared In turn: 


Operation 1 

Surprise landing on the planet Latis, Rescue 

(Stage 1} 

Ihe remaining Latis people and take them to 


the transport ship Layra. 
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When Odysseus has been liberated, the crush blow system 


















should be installed and turned on immediately. There is only a 
short lime in which to succeed... 

3, Important points 

Just winning battles in Salamander is not enough for the 
operation to succeed, it will help you a great deal to find the 
answer to the puzzle of The Prediction, which is hidden 
somewhere on Latis. Make sure that you read and refer to the 
research report describing all that has been discovered up till 
now about The Prediction. 

4. The Stages 


Stage 1 

The Planet Latis 

Strategic Cell Stage 

Stage 2 

Asteroid Belt 

The passage between Latis and 
safe space 

Stage 3 

The Planet Eloneus 

Underground volcano stage 

Stage 4 

The Planet Lavinia 

Mechanoid base stage 

Stage 5 

The Planet Kierke 

Sub space lifeform stage 

Stage 6 

The Planet Odysseus The Last Fortress 

5. 

Powering up 



1. Standard attack equipment. 

The following standard attack equipment is available for 
powering up. As you accumulate red power capsules, the 
weapon select sign at the bottom of the screen changes. When 
it reaches the required weapon, press the power up button. 

2. Special Weapons 

You can equip your ship with a new special weapon each time 
you collect 15 of the enemy capsules released when an enemy 
pod is destroyed. 














t 

SPEED UP 

Allows your ship to move faster. There are 
seven speed steps. 

2 

NORMAL BEAM 

Change back to normal fire. 

3 

2 WAY MISSILE 

Two directional missile. It can be fined In 
the following direclions: When the ship is 
in the top half of the screen (or right on 
vertical stages) the missiles fire up (or 
right). When the ship Is In the bottom half 
of the screen (or left on vertical levels) the 
missiles fire down [or left) 

4 

RIPPLE LASER 

Ring shaped laser. This has a wide scope 
for attacking enemies, but it has no 
penetration power. 

5 

LASER 

Penetrating laser beam. 

e 

OPTION 

Atlack option crafts. Up to four options can 
be installed {When two players are playing 
simultaneously, the two players can have a 
total of three options between them), 

7 

FORCE SHIELD 

Barrier that can resisl up to ten hits from 
the enemy. 


(1) Special weapons for individual play {Single player or 
Exchange mode) 


1 

HAWK WIND 

Terrain following, 2-directionaJ missile. 

2 

METEO LASER 

Wide Laser beam. The only weapon that 
can destroy asteroid pods. 

3 

SCREW LASER 

Wide laser beam. 

4 

HOMING MISSILE 

Homing Missile that automatically aims for 
enemies. 



(2) Weapons that can only be used in combined play. 


8 





















































5 

TWIN SHOT 

Laser which can fire two shots simultaneously. You 
can only select this if you are already equipped 
with Normal fire. 

6 

TRIPLE SHOT 

Laser which fires three shots simultaneously. You 
can only select this if you are already equipped 
with Twin shot. 

7 

ARMING BALL 

High frequency energy mine with its 1 in rig 
direction controlled by Ihe co pilot. You can only 
select this if you are already equipped wllh Ripple 
Laser. 


WARNING: The weapon signs for these specie! weapons change 
in sequence from NORMAL lo TWIN SHOT to TRIPLE SHOT, and 
from RIPPLE LASER to ARMING BALL 

3. Hems 

By taking some of the Hems hidden in space, you can gain 
special effects for a limited period only (The TRAMPLE MiSSILE 
can be used at any time}. 

(1) items appearing In normal play. 


i 

SCROLL STOP 

——■■ ■ 1 ■' •— ii" " ± -~~i 

Slops iho screen scrolling, 

2 

OPTION HOLD 

Fixes the posilion of your options to allow for 
formation attacks. 

3 

SPARK LIGHT 

Can be used as an Illumination flare when entering 
a dark rone. 

A 

TRAMPLE MISSILE 

One Trample Missile is loaded each time lhai you 
lake this item. Trample Missiles are fired by 
pressing the lire button, having a dealrudive force 
ol between 10 and 16 times that of ordinary 
missiles and fire In a straight line. You can hold as 
many trample missiles as you like. 

5 

OPTION CHAIN 

The Options are posllioned at equal distances 
between player 1 and player 2. This Item only 
appears in dual play mode. 


(2) Special item that appears in dual play mode only. 




































2: 

By raking the Combination item, you can join forces with the 

O 

other player for a l imited period. 

& 

The player who takes the item becomes the pilot, responsible for 

-< 

controlling the ship, whilst Ihe other player controls the 

m 

weapons. 

5 

When players 1 and 2 are united the most powerful combination 

O 

a 

ol weapons Fs selected from their power statuses. Energy pods 

are collected by the pilot, then the co-pilot, in sequence. 


Wh^n the limo limit is up, a warning sounds, and then the combination dissolves 
autom.ilk ally. However, if you are hit by the enemy when joined together, you will not 
be destroyed bul you will no longer be combined. 

Using Salamander with the Games Master (see page 37) 


, Salamandre - L'histoire 


Je mappetle Van landroth FrehJey, dfrecteur de llnstitut imperial 
dArch6ologie spatiaie sur la plan^te Nemesis, Notre propre 
planete, Litis, est en proie a un terrible danger 

La pianftte let Is, o u la vie commenga il y a 120 millions dann^es, 
se trouve au milieu de la galaxie Telsa. Autour de Latis se 
trouvent quatre autres planktes d£nomm6es Etoneus, Lavinia P 
Klerks el Odysseus. On les appelle plan^tes de Latis. 

Ces planetes sent fes Voiles de la civilisation, et leur histoire 
sest faponn^e avec Ja prosp6rit6 de la civilisation de ta 
deuxteme Latis ou Latis moderns. La premiere civilisation ^tait la 
Latis ancrenne, qui se d^veioppa il y a environ 100 millions 
d’ann^es. Les habitants de la Latis ancienne qui construisirent 
cette civilisation etaient maitres d’une forme de psychopouvoir 
connu sous le nom de °pouvoir d'annlh Nation" queique chose 
qui depassait notre imagination, 

I Is utilisaient ce pouvoir pour pr^dire laven ir, Ms etaient censes 
pouvoir pr6dire havenir plus de 100 millions d‘ann4es £ I'svance, 
et ce qu'ils predlsaient etait la destruction de leurs descendants. 
Autrement dit, nous-m&mes. 



















Ils inserivaient tout ce qu'lls prophetisaient sur des tablettes en 
mOlal el er pierre, et cela avail acquis le surnom de "ia 
Predictions Jusque la, seuls ont ete trouves la preface et le 
premier chapitre. Ma propre theorie est que les autres soul 
caches dans des mines souterrafnes sur les autres pianeles. 

Dans la Preface de la Prediction, iis toivaient: 

“Depuis le jour ou (e soleil rouge tomba dans f'oubli, nous 
savions que nous etions destines a disparaltre avant 
longtemps . Nous faisons celte prophetic de ce qui nous 
attend, tel que nous le voyons, afin de sauver nos 
descendants. Nous demons sur la catastrophe future dans 
ces six ch a pit res de fa prediction." 

Analyse: La solell rouge se rapporte au temps ou Pancien soleil 
de LaMs s’eteignit. 

Le ler chapitre raconte: 

“Quand le grand diabte qui vit dans une mer de feu s 'dveilfera, 
une force insens&e apparaitra et fe del et fa terra seront 
avails par ia null. Le diabte renaitra avec la peau verte et cinq 
yeux, ei it suscltera deux catastrophes. 

Analyse: On considers que ceci annonce l ievasion de Latis par 
les forces de Satamandre. II n y a pas, en ce moment, 
(^interpretation qui fasse lot pour le diable "qui a la peau verte et 
cinq yeux'! 

Le moment est venu od la propheiie doil se r^aliser. Ce message 
nous est parvenu sur Nemesis: 

M Les quatre planOtes qui entourent Latis ont dt6 attaqudes par 
un groupe de combat inconnu appele Salamandre, II a installe 
une base fortifiee sur Odysseus el s'est empare de Latis. Les 
habitants de Latis qui vivent encore sont en train de se r&fugier 
sur la station de relais de transport Zot. SOS...SOS,.. 1 ' 

A ma demands, Lars XVMl T empereur de N&n^sis, a 
immediatement envoys deux unites spatiales sur les lieux. 







